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Hop To It! 


INTRODUCTION 

Hop To It! provides students with an environment for building confidence in mathematics 
ability, for becoming a mathematical problem solver, and for learning to communicate 
mathematically using math facts and the number line. 

Students use numerical expressions to direct a character to move to collect the objects 
that appear on the number line. In the resulting animation students can see how changing 
a number or operation changes the distance or direction travelled by the character. 

The Challenge levels of the program encourage students to explore multiple solutions 
and to solve problems within certain constraints. 

The classroom activities in this guide suggest ways to use Hop To It! in your classroom. 

Hop To It! is designed for use with the Apple II 64K family of computers. If you have 
questions or need additional assistance you can call Sunburst Communications toll-free: 
(800) 628-8897. 
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Hop To It! 


PROGRAM OVERVIEW 



Grade level: K-2 
Objectives: 

• To strengthen addition and subtraction skills 

• To become familiar with direction and distance on a number line 

• To apply addition and subtraction to problem solving 

• To communicate mathematically using symbols 

• To connect addition and subtraction to a number line 

• To verify results with the original problem 

• To build confidence in mathematics 

• To look for multiple solutions to a problem 
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PROGRAM DESCRIPTION 


Main Menu 


r 



Hop To It! 


Hf # TO' 'lin 

[Getting Started] 

Ch a 1 1e n ge 

Choose a Player 

Qu i t 




V_ J 


After the Sunburst logo, the Main Menu appears listing Getting Started, Challenge, Choose 
a Player and Quit. A selection is made by pressing the up or down arrow key to move 
the selection box, then pressing RETURN to make a choice. 

• Getting Started and Challenge are the two activity levels in this program. 
If Getting Started or Challenge is selected, the student will see a menu of 
activities in that level. 

• If Choose a Player is selected, the student will see a menu listing the four 
characters to choose from: Bonnie the Rabbit, Elmer the Frog, Stanley the 
Spaceman, and Melanie the Mouse. 

• Quit is chosen to exit the program. 
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Getting Started 


At this level there are four warm up activities: Count With Me, Which Way, How 
Far, and Hop Along. 


r 


V. 




Getting Started 


[Count with Me] 

Uh i ch Way 

How Far 

Hop Along 

Main Men u 

•••■. 
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Count With Me - Students become familiar with the environment of the number 
line. The student presses the SPACEBAR and counts as the character hops one 
unit at a time until it reaches its goal, the objects on the number line. 


Which Way - Students choose the operation ("+" or to make the 
character move right or left to the object on the number line. 


How Far - Students choose the number of units to make the character move to 
the object on the number line. 

Hop Along - Students choose the operation ("+" or and a number to make 
the character move to the object on the number line. 
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Challenge 

At this level there are three problem solving activities: Collect Them, In This Order, 
and Use These Numbers. 


r \ 


Cha 1 1 e n ge 

r'. Uv j 

[Col 1 e c t 

Them] 

In This 

Order 

Use These 

Numb e r s 

J Main M 

e n u 
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Collect Them - Students write a number expression to tell the character how to hop 
to the objects on the number line. 

In This Order - Students write a number expression to tell the character how to hop 
to the objects on the number line in the order specified by the program. 

Use These Numbers - Students write a number expression to tell the character how 
to hop to the objects on the number line using the numbers given by the program. 

[NOTE: In these levels press SPACEBAR to cause all of the objects to fall on the 
number line simultaneously.] 
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Choosing a Player 

Students can select the character that will appear on the number line during 
a session. 



Each of the characters (Bonnie the Rabbit, Elmer the Frog, Stanley the Spaceman 
or Melanie the Mouse) has its own set of objects that will appear on the number 


Bonn i e 
and the... 

# radish 

ID' celery 

■l|j|j||i tomato 

>** c a r r o t 

Press RETURN 






Quit 


Students end the program by choosing the Quit option on the Main Menu. They are 
asked if they want to use another disk. If the answer is Yes, they are given instructions 
for using a new diskette. If the student answers No, instructions are given to turn off 
the computer and the monitor. 

Leaving an Activity and Getting Back to the Main Menu 

At any time students can stop working on an activity and return to the Main Menu to 
go to another level in Hop To It! or to exit the program. They simply hold down the 
Control key and the "E H simultaneously (Control-E). 



Level 1: Getting Started 

This level includes four warm up activities: Count With Me, Which Way, 
How Far, and Hop Along. 


Count With Me 


6 + 0 


_ £ . . ...... 

—I-1-1-1-1-1-1-1-1-1— 

. 1 . 2 . 3 . 4 . 5 . 6 7 8 9 10 

j Press the SPACEBAR j 
and count to the 
c a r r o t ♦ 

ililililLuMiujMftUWiuuUliS 

_ J 


Teaching Objectives 

• To become familiar with distance on the number line 

• To connect addition and subtraction to a number line 


Prerequisite Skills 

• Counting 

• Reading addition and subtraction expressions written horizontally 

Directions 

Press the SPACEBAR and count as the character moves to the object. 
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Count With Me 


In this warm up level the student presses the SPACEBAR to move the character to the 
object on the number line. An expression is written at the top of the screen to show 
the starting position of the character, in this case 6, and the number of times the student 
has pressed the SPACEBAR. Each time the student presses the SPACEBAR the counter 
increases by 1; 6+1, 6+2, etc. 



After the character has reached the object, the expression is completed in the form of 
an equation. An arrow marks the starting position of the character. The student is 
able to connect the equation with the activity and symbols on the number line. 



The student may choose to do the same problem again, to do a new problem, or to 
change games. If the student selects Change Game, the student will be returned to 
the Getting Started Menu to choose a different activity or to go to the Main Menu. 
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Level 1: 


Which Way 



Teaching Objectives 

• To become familiar with direction on a number line 

• To connect addition and subtraction to a number line 

Prerequisite Skills 

• Adding 

• Subtracting 

Directions 

Choose "+" or to make the character hop to the object. 















e object on the 
/e the selection 


to go on. 




























Which Way 


After "=" is selected, the expression at the top of the screen is completed in the form 
of an equation. The operation selected is highlighted and the starting position of the 
character is marked by an arrow on the number line. The student is able to connect 
the equation with the symbols and activity on the number line. 


sfKjjf a = » 

Good choice! Bonnie 
hopped + o the 
t oma + o! 


Jr.M. 


imnEmni 

-1-1- 

? 10 

Same Pr o b 1em 


[New Problem) 


Change G a me 





V 
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If the student selects an incorrect operation, Same Problem is highlighted to encourage 
the student to try again. 

If the student selects Change Game, the student will be returned to the Getting Started 
Menu to choose a different activity or to go to the Main Menu. 
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Level 1: 



Teaching Objectives 

• To become familiar with distance on the number line 

• To connect addition and subtraction to a number line 



Prerequisite Skills 

• Adding 

• Subtracting 

Directions 

Choose the number to make the character hop to the object. 
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How Far 


Students select a number from 1 to 9 to tell the character how far to hop to the object 
on the number line. The students can use the right or left arrow key to move the selection 
box or can type the number directly on the keyboard. 



Students may change the number chosen by selecting «- or may select 


to go on. 













How Far 


When "=" is selected the expression at the top of the screen is completed in the form 
of an equation. The number chosen by the student is highlighted and the starting position 
of the character is marked by an arrow on the number line. The student is able to 
connect the equation with the activity and symbols on the number line. 


3 +E1= 7 

Good choice! Bonnie 

hopped +o the 

radish! 

. \ . M 

—i—i—i—i—i i—i—i—i—i— 

12345478 ? 10 

Same Pr o b iem 
| N e ui P r o b I eTrT) 

Change Game 

In'iiilmViViVmTiTiTiViYiViViViViViViYiViViYiViViVmYiYiTiY^ 

V_ J 

If the student selects an incorrect distance, Same Problem is highlighted to encourage 
the student to try again. 

If the student selects Change Game, the student will be returned to the Getting Started 
Menu to choose a different activity or to go to the Main Menu. 
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Level 1: 


Hop Along 


f 


10 □ 


illlh 


V 

—1-1-1——1-h— 

12 3 4 5 

-1— 

6 

-1--1- 

7 8 

-1-1- 

? 10 

0 


+ 



V_ J 


Teaching Objectives 

• To become familiar with direction and distance on the number line 

• To apply addition and subtraction to problem solving 

• To communicate mathematically using symbols 

Prerequisite Skills 

• Adding 

• Subtracting 

• Familiarity with the number line 

Directions 

Choose "+" or and a number to make the character hop to the object. 
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Hop Along 


The student completes the numerical expression by selecting the operation and the number 
to tell the character how to hop to the object on the number line. 

















Hop Along 


Students may change the expression by selecting <- or may select "=" to go on. 



When "=" is selected the expression at the top of the screen is completed in the form 
of an equation and the character hops along the number line the direction and the distance 
given by the student. 


10 -4 = 6 

Good choice! Bonn 
hopped to the 
tomat o! 


1_1 

Same Problem 
|Neui Problem) 
Change Game 















Hop Along 

If the student chooses the incorrect distance, Same Problem is highlighted to encourage 
the student to try again. 

If the student selects Change Game, the student will be returned to the Getting Started 
Menu to choose a different activity or to go to the Main Menu. 
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Level 2: Challenge 

This level includes three problem solving activities: Collect Them, In This 
Order, and Use These Numbers. 


Collect Them 



Teaching Objectives 

• To apply addition and subtraction to problem solving 

• To communicate mathematically using symbols 

• To connect addition and subtraction to a number line 

Prerequisite Skills 

• Adding 

• Subtracting 

• Writing and reading numerical expressions written horizontally 


Directions 

Use and the numbers to tell the character how to hop to all the objects 

on the number line. 
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Collect Them 


In Collect Them the character appears at a starting point on the number line and two 
to four (2 to 4) objects fall on the number line. The challenge to the student is to form 
a numerical expression that will tell the character how to collect all of the objects on 
the number line. At the top of the screen the starting position of the character is recorded 
and followed by a □. [NOTE: The numerical expression can have up to nine numbers 
in it.] 



The keys available to the student are displayed in the section below the number line. 

or "+" is selected alternately with the numbers 1 through 9 to write the expression. 
<- is used to edit the expression. 

"=" is used to signal that the expression has been completed. 

















Collect Them 


When "=" is selected the animation begins. The character hops along the number line 
the distance and direction entered by the student. Each step in the expression is highlighted 
as the character moves. An arrow appears below the number line to mark the starting 
position of the character. When the character hops to the object, the object falls beneath 
the number line. [NOTE: When necessary the number line is extended to display larger 
or smaller numbers than appear on the original number line.] 


7 -2-2 + S 

Bonnie collected 
the objects! 

.3SL 


a I I 


H-h 


H-1-1-l-H 


1 2345678 ? 10 


. 


ini ,!i 


T0J 




Press RETURN 


At the completion of the animation the student is given a message that summarizes the 
number of objects collected on that try. 

Students are able to verify their work by checking their expression at the top of the 
screen with the feedback on the number line. 
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Collect Them 


A New Problem is suggested if all the objects were collected and Same Problem if 
the student did not collect all of the objects. If the student selects Change Game a 
summary of the problems done at the most recent level is provided. 



The summary screen reports a problem as correct if all objects were collected on a try. 
The summary sentence gives the total of the number of objects during play at that level. 


I Collect 

Them 

Prob1ems l 

1 

Correct l 

1 

There were 

3 

objects to 

col 1 e c t• 

Bonnie col 

1 e c t e d 3 

of them* 


[Menu] 

Print 


Select Menu to return to the Challenge Menu. Select Print to print the summary screen. 


NOTE: If you have selected a printer slot and no printer is attached for that slot the 
program may "hang." In this case, reboot the disk. See page 33 for additional 
printer information. 
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Level 2: 


In This Order 



Teaching Objectives 

• To strengthen addition and subtraction skills 

• To communicate mathematically using symbols 

• To verify results with the original problem 

• To look for multiple solutions to a problem 


Prerequisite Skills 

• Adding 

• Subtracting 

• Writing and reading numerical expressions written horizontally 


Directions 

Use and the numbers to tell the character how to hop to all the objects 

in the order shown. 










In This Order 

In In This Order the character appears at a starting point on the number line and two 
to four (2 to 4) objects fall on the number line. In the space above the number line 
the objects are numbered to show the order in which they are to be collected The 
challenge to the student is to form a numerical expression that will tell the character 
how to collect all of the objects in the given order. At the top of the screen the 
starting position of the character is recorded and followed by a Q. [NOTE: The 
numerical expression can have up to nine numbers in it.] 


?□ 


12345478? 10 


The keys available to the student are displayed in the section below the number line. 

or "+" is selected alternately with the numbers 1 through 9 to write the expression 
<- is used to edit the expression. 

"=" is used to signal that the expression has been completed. 


□ 

1 

r- 

i # 

2 . . 

- ■ j ■ ■ ■ 

• 'it . 

1 1 1 1 1 •. 

12 3 4 5 

6 7 8 ? 10 

CD 2 3 4 5 

6 7 8 ? f 

■.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.v.’.v.v^Xv!: 





















In This Order 


When "=" is selected the animation begins. The character hops along the number line 
the distance and direction entered by the student. Each step in the expression is highlighted 
as the character moves. An arrow appears below the number line to mark the starting 
position of the character. When the character hops to the object, in the correct order, 
the object falls beneath the number line. [NOTE: When necessary the number line 
is extended to display larger or smaller numbers than appear on the original number 
line.] 


f ^ 

|7-l+4 ' I 

Bonnie collected all 
the objects in the 
correct order! 

V 

<H-1--1-1- "-' -I-1-1-1- \-> 

. 1 . 2 3 . 4 . 5 . 6 _ 7 . 8 .?. 10 

# It . . 

Press RETURN 

V___ J 

At the completion of the animation the student is given a message that summarizes the 
number of objects collected, in the correct order, on that try. 

Students are able to verify their work by checking their expression at the top of the 
screen with the feedback on the number line. 
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In This Order 


A New Problem is suggested if all objects are collected and Same Problem if the student 
did not collect all of the objects. If the student selects Change Game a summary of 
the problems done at the most recent level is provided. 


( ^ 

[3+1+3-5...I 

Bonnie collected all 
the objects in the 
correct order! 

.... .m . 

—i—i—i—i— —t —i—i—i—1-> 

12345678? 10 

;y.;.;|y.y.y.v.7.y.'^ 

Same ProbIem 
Neu Problem 
[Change Game) 

___/ 


The summary screen reports a problem as correct if all objects were collected, in 
the given order, on a try. The summary sentence gives the total of the number of 
objects during work at that level. 


r 

In This Order 




Pr o b I ems l 
Correct! 

There were 
objects to 
Bonnie col 
of them* 

[Menu] 

ivfl.y.y.y^ 


1 

1 

3 

col I e c t * 
I e c t e d 3 


Print 




J 


Select Menu to return to Challenge Menu. Select Print to print summary screen. 


NOTE: If you have have selected a printer slot and no printer is attached for that 
slot the program may "hang." In this case, reboot the disk. See page 33 
for additional printer information. 
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Level 2: 


Use These Numbers 


r 


ID 


# KD' niililii 

<—1-1-1 

1 2 3 

—1-1-1-Hh-1-1-h> 

4 5 6 7 8 ? 10 

....0 

+ = 

1 i 

5 6 4- 


v_ j 


Teaching Objectives 

• To apply addition and subtraction to problem solving 

• To communicate mathematically using symbols 

• To connect addition and subtraction to a number line 


Prerequisite Skills 

• Familiarity with direction and distance on the number line 

• Writing and reading numerical expressions written horizontally 


Directions 

Use the given numbers to make the character collect the objects. 
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Use These Numbers 


In Use These Numbers the character hops to a starting point on the number line and 
two to four (2 to 4) objects fall on the number line. The challenge to the student is 
to form a numerical expression that will tell the character how to collect all of the objects 
on the number line with the numbers given. At the top of the screen the starting position 
of the character is recorded and followed by a □. 

[NOTE: The numerical expression can have up to nine numbers in it.] 























Use These Numbers 


When "=" is selected the animation begins. The character hops along the number line 
the distance and direction entered by the student. Each step in the expression is highlighted 
as the character moves. An arrow appears below the number line to mark the starting 
position of the character. When the character hops to the object, the object falls beneath 
the number line. [NOTE: When necessary the number line is extended to display larger 
or smaller numbers than appear on the original number line.] 

f \ 

[l±.5z..L+5.Z.I”l I 

Bonnie collected all 
the objects! 


jj£ 


< T~ 

—i—i—i—i— 

2 3 4 5 

■T a jHHF■ jHSWff.ffll 

Bm 

t 

# 

jQBHH 



Press 

RETURN 

■ 








At the completion of the animation the student is given a message that summarizes the 
number of objects collected on that try. 

Students are able to verify their work by checking their expression at the top of the 
screen with the feedback on the number line. To leave the problem press RETURN. 
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Use These Numbers 


A New Problem is suggested if all objects were collected and Same Problem if the 
student did not collect all of the objects. If the student selects Change Game a summary 
of the problem done at the most recent level is provided. 



The summary screen reports a problem as correct if all objects were collected on a try. 
The summary sentence gives the total of the number of objects during work at that level. 



Select Menu to return to Challenge Menu. Select Print to print summary screen. 

NOTE: If you have selected a printer slot and no printer is attached for that slot the 
program may "hang." In this case, reboot the disk. See page 33 for additional 
printer information. 
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Teacher Options 


Entering Teacher Options 

Hop To It! provides several special options for teachers. You can enter Teacher Options 
when the Main Menu is on the screen. Hold down the Control key and press "T" simultaneously 
(Control-T). The Teacher Options menu then appears. Use the left or right arrow key 
to highlight your selection in that option. Then press RETURN to make selections and 
to move to the next option. 


. . 

Teacher Options 

[NuMber of objects CChallenges only)'! 

Two Three Four TCTHfnn _j 

Begin nunber line at... 

-10 -5 -1 O U 5 10 

Speed: Slow ■ZPTgTFf Fast 

Sound: OFF EJ 

Printer slot: 1 2 4 7 MUZM 

Changes: This Session Only 

Use arrows to select, RETURN to 
accept, ESC cancels. 

•"I.rr-r-, .,r--r.fT.nrr—rt—r,. 

__ J 


Number of objects 

Choose Number of objects from the Teacher Options menu to set the number of objects 
you want students to collect in the activities in the Challenge Level. 


Begin number line at... 

Choose Begin number line at... from the Teacher Options to set the starting value on 
the number line. You have the choice of -10, -5, -1, 0, 1, 5, or 10. 


Speed 

Choose Speed from the Teacher Options to set the speed at which the characters hop 
on the number line. The choices are Slow, Normal, or Fast. 
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Teacher Options 


Sound 

Choose Sound from the Teacher Options to set the sound On or Off. Because Hop 
To It! uses sound effects, the original setting for the sound is On. 


Printer slot/port 

The program is originally set to no printer (N/P). If you are planning to have students 
print the summary screen, then select the number of your printer card/port. If you have 
an Apple lie select 1 for the printer port. 


Changes 

Indicate if you want to save the changes made to the options by highlighting Save. Highlight 
This Session Only otherwise. 


Escape 

Choose Esc to cancel changes and to return to the Main Menu. 
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LESSON #1 - INTRODUCING THE NUMBER LINE 


Objective: To familiarize students with the environment of the number line 

Materials Needed: Masking tape 

Full page versions of characters, pages 40-43 


Preparation Before Make a masking tape number line on the floor of your classroom. 
Class: Depending on the amount of space available extend the line to 

include numbers (integers) smaller than 0 and greater than 10. 
Make copies of full page versions of characters. 


Activity: 

1. Have students meet as a large group around the number line. Ask students to describe 
the number line. Encourage studentsto talk about the scale and numbering on the line. Ask 
what numbers would appear on the line if it were extended to the right? to the left? 

2. Ask for two student volunteers. One is to represent Bonnie, Elmer, Stanley, or Melanie. 
(Full page versions of the characters in Hop To It!can be taped to the student's shirt). The 
second volunteer is to serve as recorder of numbers used throughout the activity. It is best 
to encourage the student to write the numbers for each problem horizontally. 

3. The first student chooses a number between 1 and 10 and stands on this number on the 
number line. Then the student recorder writes this number on the board. 

4. Call out a numberto represent the distance that the student on the number line is to move. 
Say "I am going to call out a number to tell (character name) how far to move up on the 
number line." Prompt the student recorder to record this number on the board. Ask the 
class "Where do you think (character name) will stop?" Students may not agree. Some may 
count incorrectly, and some may consider the opposite direction. 

5. Give the student on the number line the cue to hop along the line one unit at a time as 
the class counts. Prompt the student recorder to write this stopping position on the board. 

6. Ask students to describe the activity on the number line. Encourage students to refer to 
the numbers recorded to help them remember the starting position, the distance travelled, 
and the stopping position. Help students connect the addition facts to the number line 
activity. Repeat the process several times. 

7. After students become familiar with addition on the number line, introduce the concept 
of subtraction. Then modify step 4 by calling out a distance that the student is to move down 
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LESSON #1-CONTINUED 


the number line. Check to see if students are then able to give the subtraction fact to 
describe the activity on the number line. 

8. In the next sessions introduce students to the Getting Started levels of Hop To It! 


Extension: 

After using the first three warm up levels of Hop To It!, provide students with addition 
or subtraction facts and have them act out the animation on the floor number line. 
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LESSON #2 - COLLECT THEM 


Objective: 


To communicate mathematics using symbols 
To write about mathematics 


Materials Needed: 


Preparation Before 
Class: 


Hop To It! program disk 

Activity Sheet for Collect Them, page 44 

Character and object pieces, page 45 

Set the number of objects in Teacher Options to 2. Make 
copies of the activity sheet for Collect Them. Make copies and 
cut out the character and object pieces. It may be helpful to 
place pieces in envelopes for ease of distribution. 


Activity: 

1. Assign students to learning pairs. Let each pairselect a characterforthe session. Hand 
out appropriate pieces and the activity sheet for each student. 

2. Tell students to select Choose A Player from the Main Menu. Then select Collect Them 
from the Challenge Menu. 

3. Pause at the instruction screen. Stress that students are going to write a number 
expression that will tell the character how to move along the number line. Then press 
RETURN to view the first problem. 

4. Then ask students to work together to write a number expression to tell the character how 
to hop to the objects. Circulate and encourage students to try the same problem if they did 
not collect both objects. Some students will focus on counting, others will concentrate on 
number facts. Help students verify their answers using number facts. 

5. Near the end of the session ask students to use the activity sheet to show a problem and 
then complete the sentences to describe the activity. Object and character pieces can be 
used. 


Follow-up: 

Return activity sheets for Collect Them to students. Make a bar graph to show the 
number of students that selected each of the characters. 
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LESSON #3 - IN THIS ORDER 


Objective: To verify and evaluate solutions 

To find multiple solutions for a problem 

Materials Needed: Hop To It! program disk 

Activity sheet for In This Order, page 46 
Character and object pieces, page 45 


Preparation Before Set the number of objects in Teacher Options to 2. Make copies 
Class: of the activity sheet for In This Order. Make copies and cut out 

the character and object pieces. It may be helpful to place 
pieces in envelopes for ease of distribution. 


Activity: 

1. Assign students to learning pairs. Let each select a character for the session. Hand 
out appropriate pieces and an activity sheet for each student. 

2. Tell students to select Choose A Player from the Main Menu. Then select In This 
Order from the Challenge Menu. 

3. Pause at the instruction screen. Stress that students are going to write a number 
expression that will tell the character how to collect the objects in a particular order. 

4. Ask students to check to see the order in which they are to collect the objects. Tell 
them to use the object pieces provided to record this information on the activity sheet. 
Object pieces should also be used to record the problem on the activity sheet. 

5. Ask the students to write steps to collect the objects. Then try these steps on the 
computer. Ask the teams to solve the problem in as many ways as they can. 

6. Circulate to help students become "unstuck" in their problem solving strategies. 
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LESSON #3 - CONTINUED 


Variation: 

1. Make a worksheet for the students to complete that gives problems like: 



5 

5 


5 




LESSON #4 - USE THESE NUMBERS 


Objective: To look for multiple solutions to a problem 

To apply addition and subtraction to problem solving 

Materials Needed: Extended number line, page 47 

Character and object pieces, page 48 


Preparation Before 
Class: 


In Teacher Options set the number of objects to 2. 

Make copies of the extended number line, cut on the dotted 
line, and tape the parts together. 


Activity: 

1. Assign students to learning pairs at the computer. 

2. Ask students to go to the Challenge Menu and select Use These Numbers. 

3. Provide students with a copy of the extended number line. 

4. Ask students to talk about the problem in pairs. Where is the character? Where are the 
objects? Ask students to use the character and object pieces to show this information on 
the paper number line. 

5. Suggest to the students that they make a plan for collecting the objects. The extended 
number line can be used to help test the plan. Circulate to help students before they try 
the expression on the computers. Ask, "What numbers can you use to solve this problem?" 
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Melanie 



the mouse 



Elmer 



the frog 
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Bonnie 



the rabbit 
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Stanley 



the 

spaceman 
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Collect Them 
Activity Sheet 



Write 3 sentences to tell how your player hopped on the number 
line. Use pictures to name the character and objects. 
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Show the objects and the player 
below as they appear on the screen. 
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At a Glance 


Hop To It! 


Mathematics 


Overview 


| Students strengthen their addition and subtraction skills using a number line. 



READING LEVEL 

K-3 

* Curriculum 


GRADE LEVEL 


Pre K 1 2 3 4 5 6 7 8 9 10 11 12 A 


TIME REQUIRED 

%CnJ> 2-10 minutes 


PREREQUISITE SKILLS 

• Knowledge of direction (left, right) 

• Counting 

OBJECTIVES 

• To strengthen addition and subtraction 
skills 

• To become familiar with direction and 
distance on the number line 

• To apply addition and subtraction to 
problem solving 

• To communicate mathematics using 
symbols 

• To connect addition and subtraction to a 
number line 

• To verify results with the original problem 


PROBLEM SOLVING SKILLS 

• Generating multiple solutions 

• Problem solving within constraints 


Courseware 


NOTEWORTHY FEATURES 

• Four warm-up levels and three problem 
levels 

• Gives instruction for each level 

• Gives feedback to encourage verifica¬ 
tion of results 

• Progresses from easy to difficult 

• Provides a summary at completion of a 
challenge session 

• Choice of characters 


TEACHER OPTIONS 

• Speed control 

• Sound control 

• Set the number of objects in the 
challenge level 

• Change the range of numbers 
displayed on the number line 

















At a Glance 




Hop To It! — 


DESCRIPTION 

Students move a character along the number 
line to gather 1-4 objects by forming an 
expression. There are four warm up levels and 
three problem levels. Each level, which has on 
screen instructions for moving the character to 
the object(s), features randomly generated 
exercises. 

The getting started activities and their focuses 
are: 

• Count With Me (counting) 

• Which Way (direction) 

• How Far (distance) 

• Hop Along (direction and distance) 

The challenge activities and their focuses are: 

• Collect Them (collecting objects on a number 
line) 

• In This Order (collecting objects in a given 
order) 

• Use These Numbers (collecting objects using 
given numbers) 

GETTING STARTED 

Make a masking tape number line on the floor. 
Ask students in turn to stand at a number on the 
number line. A second student calls out a 
number from 1 to 10. The student on the number 
line is to move that distance. A student recorder 
at the chalkboard records the starting position, 
the number called, and the ending position. 

Students in the class are asked to write a 
sentence using the three numbers recorded to 
describe the activity on the number line. 


5 + 3 —7 + 2 . 

Bonnie collected ail 
the objects! 



< ! 

1 

—i - 1 - 1 - 1 — 

2 3 4 5 

- 1 - 1 - 1 - 1 - 

6 7 8 ? 10 

TD' 

t 

nil' 


Press 

RETURN 1 


Step 2: Next demonstrate Which Way. Ask the 
class how they determined which operation to 
use. What importance does directionality on the 
number line have? 

Step 3: Allow students to continue with the 
other activities as they write successful 
expressions. Emphasize to students that each 
activity has a different set of instructions that 
needs to be reviewed beforehand. 


SUGGESTED EVALUATION 

Observe students at the computer. Are they: 

• Learning what the various parts of an 
expression represent or are they guessing? 

• Using the number line as a concrete 
representation of an expression? 

• Using a strategy in the activities in the 
challenge level? 


SPECIAL KEYS 


AT THE COMPUTER 

Step 1: Introduce the program to a large group 
by demonstrating Count With Me. Have students 
count aloud as the character hops along the 
number line. 


• CTRL-E exits program at any time 

• Arrow keys allow the student to write an 
expression, one part at a time 

• CTRL-T accesses Teacher Options at the 
Main Menu 
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APPLE II+. lie. Me: WORKING WITH THE COMPUTER 

1. Turn on the television or monitor.. 

2. Insert the diskette into the disk drive with the label facing up. 

3. Close the door to the disk drive. 

4. Turn on the computer. (The on-off switch is on the back left side of the computer.) 

5. You will see a red light on the disk drive turn on. If the disk drive light does not turn 
off in about 10 seconds, turn the Apple off and make sure your diskette is placed 
correctly in the disk drive. 

6. The SUNBURST logo will appear on the screen, followed by the opening screen of 
the program. 

7. Follow directions given in the program. 

8. If you wish to stop during the program, hold down the CTRL (CONTROL) key and 

press E. 

Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place of storage. 

2. Turn off the computer. 

3. Turn off the television or monitor. 
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Apple IlGS: Control Panel Settings 

To allow your Apple IlGS to work properly with Sunburst software, certain Control Panel 
settings should be selected. The Apple IlGS retains these settings even after the power 
is turned off. 


To Use the Control Panel: 

• Turn on the Apple IlGS and monitor. 

• Enter the Control Panel main menu by holding down the CONTROL and OPTION 
keys, and then press RESET (the rectangular key located above the number 
keys). If your Apple IlGS is in an Apple lie case, use the closed-apple (#) key 
instead of OPTION. 

• Press the 1 key to enter the Control Panel. 

• Use T and i to highlight the feature you want to change and press RETURN. 
Again use t and 4 - to highlight a specific option and change it by using the <- and 

keys. 

• After you have finished making changes, select Quit to use the Apple IlGS. 


To Change the Display: 



Highlight Display and press RETURN. 

Set Type to Color. 

Set Columns to 40. 

Set Text to White. 

Set Background to Black. 

Set Border to Black. 

Press RETURN to save the changes and to go back to the Control Panel. 


To Change the System Speed: 

• Highlight System Speed and press RETURN. 

• Set System Speed to Normal. 

• Press RETURN to go back to the Control Panel. 


To Change the Slots: 



Highlight Slots and press RETURN. 

Set Slot 1 to Printer Port. If you are using a printer card, select the slot number 
your printer card is in. 

Set Slot 6 to Disk Port, if you use a 5.25 - inch drive connected to the disk drive 
port. 

Set Slot 6 to Your Card, if you use a 5.25 - inch drive connected to a controller 
card in Slot 6. 

Set Startup Slot to Scan. 

Press RETURN to go back to the Control Panel. 
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WHAT HAPPENS IF...?’’ -SUNBURST COURSEWARE AND WARRANTY 


1. What happens if a program will not load or run? 

Call us on our toll-free number and we will send you a new diskette. 


2. What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries so we hope this 
does not happen. But if you find an error, please note what you did before the 
error occurred. Also, if a message appears on the screen, please write the 
message down. Then fill out the evaluation form or call us with the information. 
We will correct the error and send you a new tape or diskette. 


3. What happens if the courseware is accidentally destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send us the product 
that was damaged and we will send you a new one. 


4. How do I stop the program in the middle to go on to something new? 

These programs can be ended at any time by holding down the Control (CTRL) 
key and pressing the E key. To change diskettes, select the Quit option on the 
menu and insert a new diskette. 


5. Can I copy this diskette? 

The material on the diskette or cassette is copyrighted. You should not copy the 
courseware. 


6. Can I remove the diskette from the disk drive after I have loaded the program? 

Yes. Unless you choose to change players from the Choose a Player option in the 
Main Menu, you may continue to work in all levels of Hop To It! with no diskette in 
the drive. 
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